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THE ROYAL RULES 


Program Objectives 
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TON’s rule challenges you.... 
These numbers fit the rule. 


3 es 203 


ist end Srd Yes/No 
2 3 4 No 

2 3 4 No 

| 3 2 Yes 

-1 -3 -3 Yes 
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Skills: Recognizing number patterns and relationships 
Adding, subtracting, multiplying, and dividing 
Forming and testing hypotheses 
Problem solving 
Developing and using complex classification strategies 


Grade Level: 6 - adult 

Reading Level: 4th grade (Fry) 

Time Required: 10-20 minutes for each level 

Objectives: 1. To enable players to form and test hypotheses. 


2. To help players build skills in recognizing numerical 
patterns and relationships. 

3. To help players develop skills in critical thinking 
and problem solving. 


THE ROYAL RULES 


Program Overview 


The Royal Rules includes a Program Diskette and a Data Diskette. On the 
Program Diskette, players solve number problems--guessing the rules that apply 
to sets of three numbers--at four levels of difficulty. After they have 
discovered three rules on a chosen level, players are allowed to solve new 
rules or to enter rules of their own which are then saved onto the Data 
Diskette. The ultimate objective for players is to come face-to-face with the 
Queen, at which time each player is challenged to solve a final series of 
problems. To finish the game at this level may require many tries, even for a 
very able player. 


The program has four levels of difficulty: 


Level 1: The City 
Level 2: The Duchy 
Level 3: The Province 
Level 4: The Kingdom 


At each level, players can choose to play against the Sunburst Rules provided 
on the Program Diskette, the Player Rules entered on the Data Diskette by 
previous players, or a combination of both. 


On each level, players are shown three numbers that correspond to a secret 
rule. They must generate their own hypotheses about the rule, and then test 
those hypotheses by entering their own sets of three numbers to be checked 
against the rule. Players will receive a "Yes" answer to those sets that 
conform to the rule, and a "No" answer to those that do not. When players 
feel confident that they know the rule, they can take a quiz that tests their 
hypothesis. 


If players fail a quiz by answering any of its questions incorrectly, they may 
try the same rule again. They can also choose a new rule. But they cannot 
enter a rule of their own for others to play against until they have passed 
three quizzes on one level. 


THE ROYAL RULES 
Program Description 


Starting the Program 


Students start with the Program Diskette and choose a level from the main 
menu, as shown below: 


THE ROYAL RULES 


Designed by Ton O’Brien 
Programmed by Raoul Watson 


The Duchy 

The Province 

The Kingdon 
Descriptions of Levels 


On each level, players can choose Sunburst Rules, Player Rules, or Combination 
of Both, as shown below: 


THE ROVAL RULES 


Designed by Ton O’Brien 
Programmed by Raoul Watson 


Hhich do you want to play with? 


(Gunburst_Rules) 


Player Rules 
Combination of Both 


Players who select Player Rules or Combination of Both will need the Data 
Diskette. If the Data Diskette is empty (as when it is used for the first 
time), players will be informed that there are no Player Rules available. 
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Testing Hypotheses 


On each level, players are shown three numbers corresponding to a secret rule, 
as in the following example: 


Your challenge.... 
These numbers fit the rule. 


l2 6 j 


ist 2nd 3rd Yes/No 
| 


00000000008 0FCHOOO0OES 6000605 0055060600000 00000680 0995000508 FF00 0OECETS SOLO OSS OOS OSS COS ONSE SESSESS OSSD OSS 608-000 0008 S00 0 FOS ENS 000 SER OS 


H for help, R for recap, @ for quiz. 


Players must then generate their own hypotheses by entering their own sets of 
three numbers to be checked against the rule. They will receive a "Yes" 
answer to those sets that conform to the rule, and a "No" answer to those that 
do not, as in the following example: 


Your challenge.... 
These numbers fit the rule. 


20 120 160 


Yes/No 
Yes 


THE ROYAL RULES 
The goal is for players to test as many hypotheses as possible until they feel 
they know the rule and are ready to take a quiz. 
Players can enter as many hypotheses as they wish. When they have filled the 
entire screen with their guesses, the first line is automatically deleted but 
not lost (see Recap below), allowing more entries at the bottom of the screen. 
Player Options 


At any time while testing their hypotheses, students can use the following 
options: 


o Help - Players may press the H key to receive a new set of three 
numbers which also fit the rule, as in the following example: 


Shhh. .our secret.. 
these numbers also fit the rule: 


OO OOS 0085 FOO SOSS OOSOOES 000 00S OO OTETSOO0E9 HEC ODDOEES 0 OOOOS 0 O00600ES900SES 0008008 0006006 boseenes PS60SS OOS C00S O08 6 OOS 0000 006 0000 O8SSS00000S 


Press RETURN to continue. 


o Recap - Players who have entered more hypotheses than can fit on one 
screen may receive a recap of their previous guesses by pressing the R 
key at any number input. 


oOo Quiz Request - Players can call for a quiz by pressing the Q key at any 
input during the hypothesis-testing activity. They will then be asked 
to answer five questions that will vary depending on the chosen level. 


THE ROYAL RULES 


On levels 1 (The City), 3 (The Province), and 4 (The Kingdom), players are 
presented with five sets of three numbers, and they must state whether or not 
each set fits the rule, as in the following example: 


Do these nunbers 
fit the rule? 


CORRECT! You 
way continue 
the challenge. 


Press RETURN 
to continue. 


| —— 
On level 2 (The Duchy), players taking the quiz are given two numbers, they 
must supply a third number which will fit the rule, as shown below: 


Please enter the 
third number. 
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To complete a quiz successfully, players must answer each of the five 
questions correctly. Students who fail the quiz are given the following 
options: 


' Which do you want? 


Different Rule 
Return to Menu 


Players who have passed the quiz are awarded an object which varies according 
to the chosen level. The objects displayed are the following: 


Level 1: The City -- Magic Book 
Level 2: The Duchy -- Royal Crest 
Level 3: The Province -- Goblet 
Level 4: The Kingdom -- Crown 


Players who have passed three quizzes at any level are given the choice to 
enter their own rules (see Creating Rules page 19) provided the teacher has 
permitted this option (see Change Options page 27). Players who do not wish 
to enter their own rules are returned to the main menu. They can then select 
a different level and play the game again. 


Exiting the Program 


Players can exit the program at any time by holding down the CONTROL (CTRL) 
key and pressing the E key. If they choose to exit the game during the 
hypothesis-testing or the quiz activities of the program, they will be given 
the option to choose the same rules, to choose a different rule, or to return 
to the main menu. 


Please Note: Students who have won one quiz and return to the main menu 
before completing the next two quizzes will lose that first quiz object. 


-10- 


THE ROYAL RULES 


Difficulty Levels 


Each difficulty level in this program offers students a different set of 
rules. This section of the guide contains a list of the rules for each level. 
Teachers will need to refer to this list whenever they wish to check the 
current rule under which the program is operating. 


Rule Display 


At any levels while players are generating and testing hypotheses, teachers 
may see the current rule under which the program is operating. They may do so 
by holding the CONTROL (CTRL) key and pressing the T key. A message will then 
be displayed as follows: 


o If the current rule is a Sunburst Rule: The Sunburst Rule number is 
displayed as listed in this section of the guide for a particular level. 
The level is also displayed, as shown below: 


Your challenoe.... 
These nunbers fit the rule. 


Sunburst ? (The Kingdon) 


80 COHOS COTS HOS OEOOHOSOOOETSOOTSOTHOEOOCDSEOOOESESOSEOSECEES CESS B0SSSSSSCOSCSS OSES FOSS OOF COSCO COMED 


Press RETURN to continue. 


o If the current rule is a Player Rule: The number of the player who entered 
the rule is displayed, followed by the level. To view the rule, teachers 
need to select View Rules through the Change Options (see pages 27-28). 
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Following are the descriptions of the rules of each level of difficulty. 
Although players may enter the program at any level, they should all be 
encouraged to work through the first level. Sequential play is not so 
important on Levels 2, 3, and 4. 


Level 1: The City 


Rules in Level 1 are transparent. That is, the three numbers given at the 
start clearly suggest the rule that governs them. 


If the rule is "upward jumps of 2," an example might be: 
10 12 14 
Another typical rule might also be "downward jumps of 2." 
14 12 10 
If the rule is “downward jumps of 5," the program might present the set: 


29 24 19 


Here is a list of the Sunburst Rules provided on the Program Diskette for 
Level 1: 


Three perfect squares 

All numbers are divisible by 20 

All numbers end in 99 

All numbers are odd 

Numbers in ascending order 

Upward jumps of 11 

Downward jumps of 7 

The second number is half of the first and the 
third number is half the second number 

9. Upward jumps of 101 

10. The third number equals the first number times the second 


On nm B&B WN F 


Here are the types of rules allowed when players formulate and add their own 
ruies: 


Ends in a particular number 
Constant upward jumps 
Constant downward jumps 
Constant multiples 

Constant divisor 

Multiples 

All numbers are even 

All numbers are odd 


Ory AN WM BW D bP 
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Level 2: The Duchy 


Level 2 calls for deep thinking. Here, the third number is the result of an 
operation--addition, subtraction, multiplication, or division--involving the 
first two numbers, and in some cases, a constant. 


Sunburst Rule 1, for example, is "The third number is double the sum of the 
first two numbers," or: 


2 (A+B) =C 


If A (randomly chosen) = 3, and B (randomly chosen) = O, then C=6 and the 
number trio is: 


3, O, 6. 


What is the third number for 1, 10, ( )? The answer is 22. 
Does 1,1,5 fit the rule? No, it doesn't, but 1,1,4 does fit the rule. 


Sunburst Rule 2 is: 
(A+B) 2=C 


The number trio 0,0,0 fits the rule, and so does 1,5,36. 
Does 4,1,2 fit the rule? No, but 4,1,25 does because: 


(4+1) 2=25 


Some of the rules displayed in this guide include the terms INT and MOD. INT 
is used to mean integer part, in other words, "ignore fractional parts" (for 
example: INT 4.3=4 and INT 7/2=3); MOD is used to mean “the remainder of a 
Givision" (for example: 29 MOD 3=2). 


Here are the Sunburst Rules for Level 2: 


2 (A+B) =C 

(A+B) 2=C 

(A-B) 2=C 

(A) (B) (10) =C 
INT ( (A+B) /2)=C 
A2=-B=C 

7A+B=C 

INT (A/B) =C 

A MOD B=C 
A2+B2=C 


OW ON DMN BWD EF 


~ 
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The Player Rules for Level 2 are based on the formula: 
AX+BY+K=C 


For example, a possible rule may be "The third number is twice the first 
number plus twice the second number, plus three," or: 


2A+2B+3=C 
if A=5, and B=O, 
then (2x5)+(2x0)+3=13. 


Consequently, the number trio is: 5,0,13. 
And what about 1,4,2? Does it fit the rule? No, it doesn't. 
But 1,4,13 does fit the rule because: 

(2x1) + (2x4) +3=13. 


In the Player Rules for The Duchy (Level 2), the following formats are 
available: 


PY 
i+ 
w Ww 
'+ 


PY 

t + 

w w 
+ | 

+ARAAR 
| 

pmaanaangy 


is 

{ 

wo 

re 

t 
AKRAR i 

| 
QYAdQA 


+ BY 


OnN AO WW F&F WN FF 
4 P 
~< 
+ 
to 
K< 
L 


Be 
! 

re 
+ 


After selecting a format (such as AX + BY + K = C), players are asked to 
choose a multiplier for the first number A, a multiplier for the second number 
B, and a constant, K. In each case, the choices range from -10 to 10. 

Suppose a player chooses, respectively, 0, 0, and 3. Then the rule is O times 
the first number, plus O times the second number, plus 3. The trios 4,5,3, or 
9,24,3, and 7,1,3 all fit the rule, but 1,1,4 does not. If the constant K is 
not desired, one simply can enter 0. Zero can also be used for the 
multipliers X and Y. 


Level 3: The Province 


Level 3 differs from previous levels in that the example trios may disguise 
the rules they represent. Therefore, it is especially important to test 
several different hypotheses. If the student is presented with the set 
100,200,300, the rule may not be as simple as it first appears. Rather than 
the obvious "multiples of 100" or "jumps of 100," the rule may be more subtle, 
such as "multiples of 2" or “multiples of 5." 


If a player chooses a rule such as “multiples" (and other such rules needing 


further information), a follow-up question asks for the specific information, 
for example: "multiples of _," which the player must fill in with a number. 
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Suppose the example set, 100,200,300, represents the latter rule, "multiples 


of 5." 


Many players are likely to assume that the rule could be "multiples of 


100," and may start the testing process by submitting other multiples of 100, 


such as 300,400,900. 

sets do fit the rule. 
asked to approve or reject the numbers 100,200,45. 
those numbers are not multiples of 100, and accordingly reject the set. 
an answer would be incorrect, and the players would fail the quiz. 


Since these numbers are also multiples of 5, the test 
When presented with the quiz, players might then be 
They might think that 
Such 
A better 


strategy would have been to test the rules “multiples of 10," “multiples of 


5," and "multiples of 2," and others. 


In Level 3, players must be constantly 


on guard against being misled by the examples disguised. 


Following are the disguised examples provided on the Program Diskette, and the 
actual Sunburst Rule each represents: 


1. 


10. 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Constant upward jumps 
Any constant upward OR downward jumps 


Upward jumps of n (n divisible by 3) ; 
Constant upward or downward jumps which are divisible by 3 


Constant upward or downward jumps 
The second number = (the first + the third) divided by 2 


Three consecutive numbers 
Any constant jumps 


The third number equals the first times the second 
The third number is divisible by BOTH the first and second 


The third number equals the first plus the second 
The third number equals the first plus the second 


Upward jumps of 2 
All even numbers OR all odd numbers 


The third number equals the first times the second 
The third number is divisible by the first 


Multiples of 100 
Multiples of 5 


Constant upward jumps 
The difference of the first number and the third is even 
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Listed below are the types of rules allowed when teachers and players 
formulate their own rules for Level 3: 


Ends in a particular digit 
Constant upward jumps 
Constant downward jumps 
Constant multiples 
Constant divisor 

Multiples 

All numbers are even 

All numbers are odd 
Ascending numbers 
Descending numbers 


OO WON AM & WD bE 


~ 


The same list is given both for the rule and for the disguise. Players may 
choose to create a rule first or a disguise first (see Creating Rules page 
19). Even though the list is the same for rules and disguises, the match-ups 
are incredibly rich and complex. Here are some possible situations teachers 
and players can construct: 


Disguise: Ends in 1 
Rule: All numbers are odd 


Disguise: Ends in 0 
Rule: Multiples of 2 


Disguise: Multiples of 8 
Rule: Multiples of 1 


Disguise: Constant multiples of 5 (for example, 2,10,50) 
Rule: Ascending numbers 


Disguise: Multiples of 9 
Rule: Multiples of 3 


Level 4: The Kingdom 


Level 4 uses very simple rules, but is extremely challenging because the rules 
may apply to only one, at least one, or all three of the numbers presented. 
For example, the program may present 64,66,68 and the rule could be "At least 
one number is a perfect square. 
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Following are “disguised" examples given by the Sunburst program, and the 
actual rule each represents: 


1. 


10. 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 


Disguise: 
Rule: 
Disguise: 


Rule: 


Upward jumps of n 
Numbers in ascending order 


Multiples of 100 
Multiples of 4 


Multiples of 100 
The sum of the numbers is divisible by 4 


Three ascending squares 
All numbers are squares 


Constant upward jumps 
The first number is the smallest 


Three multiples of n 
At least one number is a multiple of n 


Upward jumps of n (n is odd) 
At least one number is even 


Three consecutive even numbers 
Ascending OR descending numbers 


Three numbers greater than one where the third number equals 
the first times the second 
The third number is the largest 


Three positive numbers where the third number is the first 
Minus the second 
The first number is the largest 


In constructing Player Rules (and disguises) for Level 4, teachers and players 
are asked whether they want their rule to apply to: 


All of the numbers 
At least one of the numbers 
Only one of the numbers. 


They are then asked for a disguise and a rule. For rules involving only one 
of the numbers, no disguise is used as the situations are difficult enough as 
presented. 
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If the rule applies to all of the numbers, the rule and the disguise are 
chosen from the following list: 


1. Ends in a particular digit 
2. Constant upward jumps 

3. Constant downward jumps 
4. Constant multiples 

5. Constant divisor 

6. Multiples 

7. All numbers are even 

8. All numbers are odd 

9. Ascending numbers 

10. Descending numbers 

11. Consecutive even numbers 
12. Consecutive odd numbers 


If the rule applies to at least one of the numbers, the choices listed above 
are available for disguises, while the choices listed below are available for 
rules: 

1. Ends in digit 

2. Multiple 

3. Odd number 

4. Even number 

5. Square 


And if the rule applies to only cne of the numbers, the rule must be selected 
from the following choices: 


1. Ends in digit 
2. Multiple 

3. Odd number 

4. Even number 
5. Square 

6. Smallest 

7. Largest 


In this manner, a wealth of situations can be created, as shown in the 
following examples: 


Disguise: Consecutive even numbers 
Rule: Multiples of 2 


Disguise: Constant upward jumps of 1 
Rule: At least one number is odd 


Disguise: Ends in 0 
Rule: At least one number is even 


Disguise: Constant downward jumps of 2 
Rule: Descending numbers 


Disguise: (Not necessary since the rule pertains to only one number) 
Rule: Third number is a square 
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Creating Rules 


Teachers can enter rules through the Change Options (see page 29). Through 
the Change Options, teachers can also allow students to enter their own rules 
(see Rule Option page 27). 


When teachers or players add a rule of their own, the rule is saved on the 
Data Diskette so that others may play against it. If one disk drive is used, 
a message will be displayed whenever the diskettes must be exchanged. If a 
two-disk drive system is used, the computer will automatically switch back and 
forth between the two diskettes. 


On Level 1, teachers or players are prompted for a rule by choosing from a 
list of available rules as shown below. 


Ends in a particular digit 
Constant upward jumps 
onstant downward jJunps 


onstant multiples 
Constant divisor 
Hultiples 
l numbers are even 
All numbers are odd 
Exit - 


Which rule do you want? _ 


In some cases (for example, constant multiples), players are asked to choose a 
number within a given range of numbers. 
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Finally, the player must enter a sample trio depicting the rule. If the 
sample does not fit the rule, the teachers or players are given the chance to 
try again, as in the following example: 


RULE: Constant multiples of 5, 


Please enter a 3 number set that 
will fit the rule. 


Those numbers don’t fit the rule. 


Do you want to try again? 


After a correct set of numbers has been entered, teachers or players are shown 
a list of possible sets which fit the rule. They are then asked whether they 
are satisfied with the results displayed, as in the example shown below: 


RULE: Constant multiples of 5. 


Based on this rule, the following 
randon sets could be generated: 


9,435,225 12,60, 300 
11,355,275 3,29, 125 
10,350,250 4,20,100 


Is this what you nant? 
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If they are not satisfied with the results, they get another chance at 
entering a rule. Once a player is satisfied with the rule, his or her name is 
requested and the rule is saved under that name on the Data Diskette. Players 
or teachers then have the option of entering another rule or returning to the 
menu. 


Players and teachers can enter as many rules as desired. To do so, players 
must first pass three quizzes, while teachers can choose Create Player Rules 
from the Change Option menu (see Change Options page 27). It is possible for 
one player to fill an entire Data Diskette with rules for others to play 
against. 


On Level 2, the same procedure as on Level 1 is used to enter rules, but the 
format chosen to define the rule is different, as shown below: 


a 
MCI 


1 
2 
3 
4 
» 
6 
¢ 
8 
9 
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Players or teachers must define X,Y,K, as the program will generate A and B 
randomly: 


FORMAT: AX+BY+K=C. 


In the gane, the P rat Hill 
generate A and B omly, 


You should supply x. Y, and K. 


Enter number for X ¢ 
Enter number for Y ¢ 
Enter number for K ¢ 


Here again, a sample of the rule is requested in which the first, second, and 
third number of the set must be entered. 


-22- 


THE ROYAL RULES 


Number trios are then generated, and teachers or players are asked whether 
they are satisfied with the results displayed. 


On Levels 3 and 4, teachers or players must create a rule and a disguise for 


the rule. They may choose the order in which they wish to proceed, as shown 
below: 


Which do you want to do first? 


Enter a Rule 


When choosing Disguise a Rule, teachers or players choose a disguise, in this 


case, "Ends in a particular digit" from a list of available disguises, as 
shown below: 


Create Player Rules (The Kingdon) 


Enter your DISGUISE. 


Ends in a particular digit 
Constant donna UNPS 
Constan wnwar jumps 

Constant nultiples 

Constant divisor 

ultiples 

Al numbers are even 

All numbers are odd 

Ascending nunbers 

Descending numbers 
onsecutive even numbers 
onsecutive odd numbers 
xi 


Which disguise do you nant? _ 


SCPE OHSTOESESOHHE OSH SHOT AHO OSHS EEHOHOHOHSSEHSE SOOT SCOCHHSHS ESO RE SHSHHOHHOSESHSS OC OHESEHESCOSHC HOES EOHHHHOSSSHSHESESTOESH COCEESEOEO CESS oe 
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After selecting the particular number needed for the disguise (for example 1), 
players are asked to provide a number trio which fits the disguise. If the 
three numbers fit the disguise, players are then shown other number trios, 
randomly generated as in the example below: 


All numbers end in 1. 


Based on this disguise, the folloning 
randon sets could be generated: 


71,¢1,191 71,101,531 
11,101,51 101, 71,191 
71,81,91 $1,31,191 


Is this what you want? 


If they have created a disguise first, teachers or players must then enter a 
rule. They do so by choosing, as in the other levels, from a list of 
available rules, as shown below: 


Enter your DISGUISE. 


Ends in a particular digit 
Constant upward Jumps 
Constant downward jumps 
Constant multiples 
Constant divisor 
Hultiples 

All nusbers are even 
All numbers are odd 
Ascending numbers 
Descending numbers 

x1 


fab 
2 


2 
3 
4 
2 
6 
7 
8 
9 
0 
1 


= 


Which disguise do you want? 1_ 
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Suppose a player chooses "All numbers are odd," for the rule (the disguise is 


Still "All numbers end in 1"). A display similar to the one below will then 
be shown: 


RULE: All numbers are odd. 


Please enter a 3 number set that 
Hill fit the rule. 


PROO OTOH EHHH DSS HOOELOOEH EEE OESOHOS OREO CHE EOOE HES ESEOFOEHESOHOOEEOOEESES OEE ESESOEHESOELOEEHHESOROEOESEREOOHOEOOEOPOOOEH SESE HOOHOESEOUED 


All possible examples of the disguise (in this case 91,111,131, and 11,71,121, 
and so forth) must fit the rule. A consistency check is then performed on 


randomly selected examples of the disguise to see if they fit the rule, as 
shown below: 


The progran found no_inconsistencies. 
Your disguise and rule are accepted. 


Press RETURN to continue. 
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If no inconsistencies are found, the player is then asked to enter his or her 
name. The rule and the disguise are then saved on the Data Diskette under the 
player's name. 


If a disguise and a rule fail the consistency check, the player is given a 
message as follows: 


sguise: 
nstant upward jumps of 2. 


le: 
1 numbers are even. 


47,49,351 17,19,21 43,45,47 
47,439,351 3,f,9 41,43,45 


These numbers fit the disguise but 
do not fit the rule. 


Press RETURN to continue. 


The player would then be given the opportunity to change either the rule or 
the disguise or to start over. 


After selecting the disguise in Level 4, players may choose to have the rule 
apply to all the numbers, or at least one of the numbers. If the rule is 
entered first, the players may also choose to make the rule apply to only one 
of the numbers. When applying the rule to only one of the numbers, no 
disguise will be needed. 
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Change Options 


Several change options are provided to enrich the use of The Royal Rules and 
to give teachers control of the learning situation. By holding down the 
CONTROL (CTRL) key and T key at the main menu, teachers can make important 
decisions on behalf of the players, as shown below: . 


CHANGE OPTIONS 


000 S0FCFOSO0OE0S COODOHSOE SESH EEOOGEEDOEOEEOROOOESEHSOOEHOOOSO000EHOSOOOE8ES SSS O08EO9 EOE 0806008990008 90 C8 0000060000 069000000808 COCO8SH0OSE 


‘Sound Option: J On 

Rule Option: Alloned 
Vien Rules 

Delete Player Rules 

Create Player Rules 


Prepare or Copy a Data Disk 
Return to Main Menu 


ROKK CHEOREDE CO SOLEHOS HOS OSTTEOEEDLOOCHDOSOSHOROLH CESS LESOOLOOOEOOHRHOSHOSOREDOSEHOEESESOSSCHOCOOOCT OCS COKSSLEHEHSOSRSEROSECESEESE SCORES 


Use the G@)(+) keys, then press RETURN. 


Sound Option 


This option allows the teacher to choose whether the sound will be on or off 
Guring the program. Answering the question "Do you want sound?" will allow 

the teacher to turn the sound off or on. The sound will then remain in the 

mode selected until the Sound Option is used again. 


During the game, when the sound is turned on players can then toggle at their 
discretion between sound on or off by holding down the CONTROL (CTRL) key and 
pressing S. 


Rule Option 


This option allows teachers to turn the Rule Option on or off. When the Rule 
Option is turned on, players who have successfully completed three quizzes, at 
any one level, will be given the option of entering their own rules. Since 
teachers may wish to focus the players' attention on certain types of rules, 
they can turn the Rule Option off, thus preventing new rules from being added 
by players. Once the option has been turned off (or on), it will remain in 
the mode selected until this option is used again. 
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View Rules 


This option allows teachers to view the rules created by the players. 
Teachers first choose the level (for example: The Province), then the 
particular rule(s) to be viewed. The rules are listed by the names of the 
players who entered them. Here's a look at how the players' names are listed 
for a chosen level (The Province): 


View Rules (The Province 


Which number to vien? i_ 
CEnter 0 to return to the menu). 


After choosing the name of the player whose rule will be viewed, the teacher 
is then given information as shown below: 


Rule creator: TOM 


Rule: 
Numbers in ascending order. 


Disguise: 
Constant upward junps of 2. 


Press RETURN to continue. 
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Teachers may get a printout of Player Rules at each of the four levels. To 
obtain this printout with any type of printer, they need to hold down the 
CONTROL (CTRL) key and press the P key when asked "Which number to view?" All 
the Player Rules in that level will be sent to the printer. Before printing 
begins, the question, "Which slot is your printer card in?" is displayed (on 
the Apple IIc: "Which port is your printer attached to?"). The printer card 
is usually in slot 1 (on the Apple IIc, printer attached to port 1). 


Delete Player Rules 


This option allows teachers to delete some of the Player Rules (because of 
redundancy), or all of the Player Rules. After choosing the level, teachers 
are asked the following question: 


Do you want to delete 
sone of the rules or 
all of then’? 


To delete some of the rules, teachers choose from a list of names under which 
these rules were entered. If they choose to delete all of the rules, teachers 
will be given the opportunity to change their mind. 

Create Player Rules 


Perhaps most important, teachers can add rules of their own--as many as they 
want--and at any level of the program. (See Creating Rules page 19.) 
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